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FEATURES 


Your RadioShack Travel Chess and Checkers is one of 
the most versatile chess computers available. It pro- 
vides two games for you to play — chess and checkers 

— so that you can enjoy more variety. Its compact size 
lets you conveniently carry it everywhere. 

The computer is ideal for everyone, even the beginner. 
The training mode function helps beginners strengthen 
their chess skills — like having a personal chess coach. 
Also, the computer can act as a referee while you play 
against another person. 

The computer's features include: 

Chess/Checkers Selection — provides two games for 
your selection. 

Special Sensory Playing Surface — the computer 
senses a move when you press a piece’s peg in a 
square. 

Liquid Crystal Display — alternately shows current 
move, piece position and verification, level, position set- 
up, search depth, principal variation, position search, ro- 
tating display, and elapsed game time information. 

73 Chess Play Levels and 17 Checkers Play Levels 

— let you choose the level that is suitable for your own 
skill. 

Selectable Search Algorithms — let you set the com- 
puter to search only for a move most likely to be suc- 
cessful, to speed up the computer's response. 

Take Back — lets you take back and replay moves, to 
help you improve your game. 


Rule Enforcement — the computer prevents illegal 
moves like a game referee, to help beginners learn the 
rules. 

Save — lets you turn off the computer without interrupt- 
ing the game in progress so you can continue playing 
later. 

Move — lets you force the computer to make a move, 
change sides with the computer, or learn by watching 
the computer play against itself. 

Move Suggestion — lets you use the computer to sug- 
gest moves, to teach you the best response to an oppo- 
nent's move. 

Problem Setup — lets you set up special chess prob- 
lems, so you can practice solving problems published in 
newspapers, chess literature, or history books. 

Position Verification — lets you check the current po- 
sition of the pieces if they are accidentally moved or mis- 
placed. 

Note: We recommend that you read these instructions 
thoroughly before you use your RadioShack Travel 
Chess and Checkers. 
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PREPARATION 


INSTALLING BATTERIES 

You can power your Travel Chess and Checkers with 
three AAA batteries (not supplied). For the best perfor- 
mance and longest life, we recommend using Ra- 
dioShack alkaline batteries. 

Cautions: 

• Use only fresh batteries of the required size and 
recommended type. 

• Do not mix old and new batteries, different types of 
batteries (standard, alkaline, or rechargeable), or 
rechargeable batteries of different capacities. 

Follow these steps to install batteries. 

1 . Press in the tab on the battery compartment cover, 
then lift and remove the cover. 

2. Place the batteries in the compartment as indi- 
cated by the polarity symbols (- 1 - and -) marked 
inside. 

3. Replace the cover. 

After installing the batteries, a beep sounds and the dis- 
play shows PLAY. 

If the Travel Chess and Checkers stops operating prop- 
erly, replace the batteries. If it still does not operate 
properly, you might need to reset the computer. See 
“Resetting the Computer.” 

Caution: If you do not plan to use the Travel Chess 
and Checkers with batteries for a month or more, re- 
move the batteries. Batteries can leak chemicals that 
can destroy electronic parts. 

Warning: Dispose of old batteries promptly and prop- 
erly. Do not burn or bury them. 


Note: Saved game information is lost when you remove 
the batteries. 


RESETTING THE COMPUTER 

If your Travel Chess and Checkers chess computer 
does not work properly after you replace the batteries, 
you might need to reset it. 

To reset the computer, insert a pointed object, such as 
a straightened paper clip, into the ACL (all clear) hole on 
the bottom of the computer. It beeps and the display 
shows PLAY. 



Note: Resetting the Travel Chess and Checkers clears 
the game you stored. 
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STORING/REMOVING THE 
GAME PIECES 

Your Travel Chess and Checkers comes with two bars 
of detachable black chess pieces, two bars of gray 
(white) chess pieces, one bar of red checkers, and one 
bar of black checkers. Remove the pieces for the game 
you want to play from the bars. After play, you can store 
the loose pieces in the game piece compartment in your 
Travel Chess and Checkers. 

Press In the tab on the storage/battery compartment 
cover, then lift and remove the cover. 



Store your game pieces in the compartment next to the 
battery compartment. 


TURNING THE COMPUTER ON/ 
OFF 

Press ON/CLEAR to turn on the computer. 

Note: If you just replaced the batteries or pressed ACL 
to reset the computer, It resets Itself to a new game level 
(L 06). After that, the computer remains on the last se- 
lected level. For more Information, see “Chess Play Lev- 
els” on Page 14 or “Checkers Play Levels” on Page 25. 

To save the current game and turn off the computer, 
press OFF/SAVE. The computer stores all of the game 
positions and any next-move calculations It has comput- 
ed. 

To return to the game you were playing, press ON/ 

CLEAR. 

Note: You can only turn off the game when it is your turn 
to move. 


TURNING THE SOUND ON/OFF 

Your Travel Chess and Checkers uses several audio in- 
dicators during chess and checkers play. You can turn 
off the sound Indicators for silent play. Press SOUND to 
turn off the sound. To resume the sound, press SOUND 
again. 

Note: You can only turn off or on the sound when It Is 
your turn to move. 
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BASIC CHESS INSTRUCTIONS 


THE GAME BOARD 

Following international chess notation, the game board 
is made up of 8 vertical rows called files, and 8 horizon- 
tal rows called ranks. 

Each file (left to right) is designated by a letter of the al- 
phabet (A through H), and consists of 8 squares alter- 
nately colored black and white. 

Each rank (bottom to top) is designated by a number (1 
through 8), and also consists of 8 squares alternately 
colored black and white. 


THE GAME PIECES 

Description 


There are 16 white and 16 black pieces, 32 in all. Each 
color has these pieces: 



Setting Up 

Set the board in front of you so the display and buttons 
are to the right. 

Set up the white pieces on the side of the board closest 
to you this way: 

• Place the rooks on A1 and HI 

• Place the knights on B1 and G1 

• Place the bishops on Cl and FI 

• Place the queen on D1 

• Place the king on El 

• Place a pawn on each square A2- H2 
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Note: Your Travel Chess & Checkers also comes with 
two extra pawns and two extra queens of each color. 
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Set up the black pieces on the opposite side of the 
board this way: 

• Place the rooks on A8 and H8 

• Place the knights on B8 and G8 

• Place the bishops on C8 and F8 

• Place the queen on D8 

• Place the king on E8 

• Place a pawn on each square A7- H7 

Hint: The queen always begins on a square of her own 
color. 


The bishop can move any num- 
ber of squares diagonally, but it 
cannot move vertically, horizon- 
tally, or through a square occu- 
pied by another piece. 



The queen can move any num- 
ber of squares vertically, hori- 
zontally, or diagonally. (The 
queen's moves are a combina- 
tion of the rook's and bishop's 
moves.) The queen cannot 
move through a square occupied by another piece. 


Movement 


Each kind of piece moves in a different way. 


The rook can move any number 
of squares vertically or horizon- 
tally, but it cannot move diago- 
nally or through a square 
occupied by another piece. 



The knight moves in an L- 
shaped pattern. It moves two 
squares horizontally or vertical- 
ly, then moves one additional 
square at a right angle from its 
first move. At the end of its 
move, the knight must land on a square of a different 
color than the one where it started. 



The knight can move even if the squares it moves 
through are occupied. (The knight is the only piece that 
can “jump” another piece.) 


The king can move only one 
square vertically, horizontally, or 
diagonally. 



L 

1 





L 































1 





• 


IP 







7? 







1 


1 





The pawn can move only one 
square directly forward (or two 
squares on its first move from its 
original position), except when 
capturing another piece. It cap- 
tures a piece by moving diago- 
nally forward one square, except when capturing en 
passant. (See “Capturing En Passant” on Page 8.) 
When it moves from its original position, it can move one 
or two squares forward. On subsequent moves, it can 
move only one square. 


A pawn can be promoted to a piece of higher rank. See 
“Promoting a Pawn” on Page 8. 
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CHESS RULES 


CHECKMATE — THE OBJECT 
OF THE GAME 

The object of chess is to position your pieces so your 
next move would capture the opponent's king, and your 
opponent cannot move or protect the king, or capture 
your piece. This is called checkmate. 


CHECK 

Check occurs when a player's piece directly threatens to 
capture the opponent's king, but the opponent can move 
the king to escape capture, or move another piece to 
protect the king. 


CAPTURING 

To capture a piece, you move your piece into the square 
occupied by the piece yeu are capturing, except when 
capturing an opponent's pawn en passant see "Captur- 
ing En Passant." Remove the captured piece from the 
board. 


CAPTURING EN PASSANT 

A pawn can capture an opponent's pawn that has just 
moved two squares from its original position. 

Here's an example of an en passant capture. 

1. The white pawn advances frem E4 to E5. The 
black pawn is still In Its eriginal position (D7). 


3. The white pawn advances to D6 (one square 
behind the black pawn's position). The black pawn 
is captured by the white pawn, even though the 
exact square it is on is not occupied by the white 
pawn. 


PROMOTING A PAWN 

When your pawn reaches the opposite end of the board 
from where it started (like the 8th rank), you can pro- 
mote it to a queen or another piece, even if the queen or 
other piece is still on the board. See "Pawn Premotion’’ 
on Page 12. 


CASTLING 

Castling protects the king from a potential check or 
checkmate situation by hiding It behind a fortified posi- 
tion or moving it out of immediate danger of attack. 

You can castle If all of the following conditions exist: 

• The king has not moved from his original position. 

• The rook that you want to move by castling has not 
moved from its original position. 

• The king is not placed In check on Its current 
square, the square te which it is going, or a square 
it passes over. 

• The squares between the king and the rook are not 
occupied. 


2. The black pawn advances from D7 to D5. 
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In castling, the king moves two squares in the direction 
of either rook. The rook that is closest to the king after 
the king has moved now moves to the square next to 
and on the other side of the king. Castling counts as one 
move. 



Notes: 

• If a rook Is on the same side of the board as the 
king's square, this Is called a king's side castle. If 
the rook Is on the same side of the board as the 
queen's square, this Is called a queen's side cas- 
tle. 

• In castling, the king always moves first, then the 
rook. 
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BASIC OPERATION 


STARTING A NEW GAME 


To start a new game and erase any game stored in 
memory, press NEW GAME. 

Note: The computer always starts a new game with you 
playing the white pieces and your opponent playing the 
black pieces. To change sides, see “Changing Sides 
with the Computer” on Page 12. 


ENTERING MOVES 


Playing chess against the computer is like playing with 
a human opponent — you make your move, and the 
computer responds with its move. The only difference is 
that you must physically move both your pieces and the 
computer's. 

Making a move involves a FROM square and a TO 
square. The FROM square is the current location of the 
piece you plan to move; the TO square is where the 
piece is after you move it. 

Note: On the display, □ indicates it is white's turn to 
move, while ■ indicates it is black's turn to move. 

Follow these steps to make your moves. 

1. When it is your turn to move, □ and the game 
timer appear on the display. Press down the piece 
you want to move on its current (FROM) square. 
The display shows □ and the square coordinates 

of the current (FROM) square and , indicating 

the computer is waiting for the TO square coordi- 
nates. 

2. Then you move the piece and press its pegged 
bottom down into the hole on the TO square. The 
computer flashes ■ on the display to indicate it is 


your opponent's turn, then the game timer appears 
and counts up while the computer plans its move. 

3. Once the computer has determined its move, the 
FROM and TO coordinates that the computer 
wants to move appear on the display. 

Press the computer’s piece down on the FROM 
square. Then move the piece and gently press it 
down on the TO square. The display shows □ to 
indicate it is your turn to move, and the game timer 
appears and continues to count up. 

Note: If the computer's move or your move capture any 
pieces, put the captured pieces on the side bar or in 
your pocket so you do not lose them. 



Side Bar 
for Captured 
Piece Storage 
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Practice Moves 

Now that you know the basics of entering moves, try 
these exampie moves. 

Hint: For each move, remember the three basic steps: 
press, move, and press again. 

1 . Press the white pawn down on square E2. The dis- 

piay shows □ E2 . 

2. Move the pawn to square E4 and press it on the 
square. ■ fiashes on the dispiay and the game 
timer counts up white the computer pians its move. 

3. The computer might, for exampie, dispiay C7 C5 
to indicate that it wants to move a pawn from 
square C7 (the FROM square) to square C5 (the 
TO square). 

4. Press the biack pawn down on the FROM square 

(07). The dispiay shows ■ C5. 

5. Move and press the biack pawn on the TO square 
(05). The computer dispiays □ to indicate it is 
your turn to move, and the game timer continues to 
count up. 

Correcting Accidental Wrong Moves 

if you press a piece down on a FROM square, but you 
decide not to make that move, press the piece down on 
the FROM square again or press ON/CLEAR. The com- 
puter dispiays a biack or white box (depending on what 
coior pieces you are piaying), the game timer continues 
to count up, and you can enter another move. 


If you change your mind after compieting a move (after 
you press the piece down on the TO square), you must 
wait for the computer to indicate its move, enter that 
move, then press TAKEBACK to have the computer 
show you how to take back its iast move, then your iast 
move. See “Taking Back Moves” on Page 17. 

Illegal Moves 

The computer oniy aiiows moves that compiy with the 
ruies of chess. If the computer detects an illegal move 
or an error, it sounds an error tone (if the sound is on) 
and the TO and FROM coordinates flash on the display. 
To correct the illegal move, press the piece down on the 
TO square. Then move the piece back to the FROM 
square coordinate and press it down. The display shows 
□ and the game timer continues to count up. 

An error beep sounds and P flashes on the display 

if you make an illegal move by the following conditions: 

• Pressing down a piece of the wrong color (for 
example, it is white's turn and you press on a black 
piece). 

• Pressing on an empty square without having first 
pressed down a piece that can move to that 
square. 

• Moving a piece that puts or leaves your own king in 
check or checkmate. 

To return to normal play after making a move listed 
above, make any legal move. 
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FORCING THE COMPUTER’S 
MOVE 

When it is the computer's turn and the game timer is 
counting up, you can press MOVE to force the computer 
to immediateiy make a move. The computer stops 
searching for moves and makes the best piay from the 
moves it found up to the point where you stopped it. 


CHANGING SIDES WITH THE 
COMPUTER 

To change sides with the computer, press MOVE when 
it is your turn to move. The game timer counts up and □ 
flashes on the dispiay whiie the computer takes over 
your pieces and makes a move. Then you can take 
over, and enter moves for the computer's side and con- 
tinue to piay the same game. 

To watch the computer piay against itseif, simpiy press 
MOVE every time it is your turn to move. 

GAME INDICATORS 

Checkmate 

When the computer has been checkmated, the dispiay 
shows LOSE, indicating the computer iost the game. 

When the computer has checkmated its opponent dur- 
ing a game, the dispiay shows MATE, indicating you iost 
the game. 

To start another game, press NEW GAME. 


Check 

Whenever a check occurs on the board, + appears be- 
side the game timer to indicate a king is in check. 

MAKING SPECIAL MOVES 

En Passant Capture 

The computer recognizes when you capture a piece en 
passant (see “Capturing En Passant” on Page 8), and it 
can decide to capture a piece en passant, as weii. 

To perform an en passant capture, press the FROM 
square and the TO square. Then take away the cap- 
tured pawn. 

Pawn Promotion 

When one of your pawns reaches the opposite side of 
the board, you can promote it to any piece (except the 
king). 

Note: The computer automaticaiiy promotes a pawn to 
a queen when it reaches the opposite side of the board. 
Experienced chess piayers usuaiiy promote a pawn in 
this situation to a queen, since the queen is the most 
powerfui piece on the board. 

You can make this promotion visibie by removing the 
pawn piece and repiacing it with the piece it was promot- 
ed to (if avaiiabie on the side bar by capture or one of 
the extra queen pieces), or by marking the pawn piece 
(for exampie, with a piece of tape). The computer auto- 
maticaiiy recognizes your new change. 
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If you choose to promote the pawn to a piece other than 
a queen, you can use the SETUP option. See “Problem 
Setup” on Page 18. 

For example, if you want to promote the pawn to a 
knight, press SETUP. Then repeatedly press #/VERlFY 
until you see the pawn’s square coordinate on the dis- 
play. Press the piece on its square until the display 
jumps to the next rank of queen. Then press /t/HINT and 
press the promoted piece on its square. The computer 
automatically stores the new rank. 

If one of the computer's pawns reaches the opposite 
side of the board, the computer promotes its pawn to a 
queen. (You can replace the computer’s pawn with a re- 
placement piece if available, or mark it for reference.) 


Castling 

The computer castles whenever it determines that such 
a move is desirable (see “Castling” on Page 8). Whether 
you're castling kingside or queenside, you must move 
the computer's king first, then its rook. 

If you choose to castle, move your king two squares 
first. Once you have properly moved your king two 
squares, the computer recognizes the move as the first 
part of castling. Move your rook next to complete the 
move. 

Notes: 

• Castling is a king's move. If you move your rook 
first, the computer accepts the rook's move as a 
valid move, but will not let you complete the castle 
by moving the king. You must take back the rook's 
move, then castle by moving the king first. See 
“Taking Back Moves” on Page 17. 


• If you move your king correctly then move your 
rook incorrectly when castling, an error beep 

sounds and the display shows flashing P . 

Press the rook down on the correct TO square. 

For example, follow these steps to perform a white 
queen's side castle. 

1 . Press the white king down on square El . The com- 
puter displays El . 

2. Move the white king to square Cl and press it on 
the square. The computer displays ■, indicating it 
is black's turn to move. 

3. Manually move the white rook from A1 to D1 . 

4. Press the white rook on square A1. Then move 
and press it on square D1. The computer displays 
■ , indicating it is black's turn to move. 

If the computer castles during a game, you need to 
move the pieces for the computer. Flere is an example 
of how to perform a black king's side castle for the com- 
puter. 

1 . The computer displays E8G8. Press the black king 
on square E8. Then move and press it on square 
G8. The display shows H8 F8. 

2. Press the white rook on square H8. Then move 
and press it on square F8. The computer displays 
□ and the game timer continues to count up, indi- 
cating it is your turn to move. 
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HAVING THE COMPUTER 
SUGGEST A MOVE 

The computer can suggest moves for you during a 
game. 

To view the move the computer suggests for you, press 
HINT during your turn. The computer dispiays the FROM 
and TO coordinates for the suggested move. 

To continue the game, simpiy enter your move. 


CHESS PLAY LEVELS 

When you piay against the computer, you can seiect a 
piay ievei that matches your skiii ievei. There are 73 dif- 
ferent ieveis. Each ievei aiiows your computer to think 
for different periods of time (tournament piayers caii 
these periods “Time Controis”). The ionger your com- 
puter can think, the better moves it makes. Generaiiy it 
is best to find a ievei at which you are chaiienged, and 
you win about haif the time. The computer is preset to L 
06, intended for a novice. 


Notes: 

• You can oniy use HINT at the start of the game and 
after a 2 ply (a ply is a combination of one of your 
moves and one of the computer's moves) search 
during a game. 

• The HINT function cannot be used in the Problem 
Setup functien. See “Preblem Setup” on Page 18. 

• After pressing HINT, the computer treats your next 
action as a move entry. Thus, after pressing the 
piece on the FROM square of the hint, the display 
shows only the FROM square coordinate. 

Hint: Write down the HINT coordinate te help you 
remember it. 


Play Level 

Computer Thinking 
Time per Move 
(in Seconds) 

L01 

1 

L02 

2 

LOS 

3 

L04 

4 

LOS 

5 

L06 

6 

L07 

7 

LOS 

8 

L09 

9 

L 10 

10 

L 11 

11 

L 12 

12 

L 13 

13 

L 14 

14 

L 15 

15 

L 16 

16 
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Play Level 

Computer Thinking 
Time per Move 
(in Seconds) 

L67 

114 

L68 

116 

L69 

118 

L70 

120 

L71 

122 

L72 

124 

L73 

Infinite* 


Viewing the Current Level 

To view the current level, press LEVEL while it is your 
turn to move. The computer beeps and the display 
shows the current level. Press ON/CLEAR to continue 
your game. 

Changing the Level 

You can change the level during your turn in the game. 

1 . Press LEVEL to view the current level. 

2. Repeatedly press LEVEL until you see the desired 
level on the display. Press MODE to advance 10 
levels at a time. 

Note: The level will reset to L 01 after passing L 
73. 

3. Press ON/CLEAR, then continue the current game. 
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ADVANCED CHESS FUNCTIONS 


VERIFYING PIECE POSITIONS 

You can verify or find the iocation of any and aii pieces 
on the game board by using the piece symboi keys 
when it is your turn. Each time you press a piece symboi 
key, the computer dispiays the piece’s coior and ioca- 
tion. 



The piece symboi keys help locate their corresponding 
piece as shown. 

For example, if the white queen is on square D1 and you 
want to verify its correct location, press #/VERlFY once. 
The computer displays Dl. Or, if the black Queen is on 
square F6 and you want to verify its correct location, 
press t/VERlFY twice. The computer displays F6. 

To locate all pieces of the same type, repeatedly press 
the piece symbol key for the type. If there is more than 
one of the same color piece of that type on the board, 
the display shows the location of each like piece each 
time you press the piece key. If you continue to press 
the piece symbol key, the display shows you the loca- 
tion of each of the other color's pieces of the same type. 

Press ON/CLEAR to return to normal play. 


TAKING BACK MOVES 

The take back function lets you take back any move 
made by you or the computer after the move has been 
completed. The computer even reminds you to return a 
previously captured piece to the board or a castled rook 
to its original square. 

Notes: 

• If you are not sure about the position of a previ- 
ously captured piece or castled rook, see “Verify- 
ing Piece Positions.” 

• If you change your mind about a move before 
pressing a piece down on its TO square, follow the 
steps listed in “Correcting Accidental Wrong 
Moves” on Page 1 1 . 

• To take back your own move, you must first let the 
computer make a countermove, then take back the 
computer's countermove first. 

Follow these steps to take back a move. 

1. Press TAKEBACK. The display shows the TO 
square and the FROM square coordinates of the 
computer's last move. 

2. Press the piece on the indicated TO square. 

3. Move the piece to the indicated FROM square and 
press it on the square. 

4. The display shows the TO square and the FROM 
square coordinates of your last move. Repeat 
Steps 2-3 to take back your previous move. You 
can only take back a ply of moves. 
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PROBLEM SETUP 

You can use problem setup to help you learn from the 
computer how to work out particular game problems or 
puzzles outside of playing an actual game. Or you can 
use It to erase, re-enter, or relocate pieces any time be- 
fore or during a game. 

Note: If you have already started a game, you must 
press SETUP during your turn to enter the setup mode. 
If you have not yet started a game, you can press SETUP 
any time. 

Full Board Setup 

In a full board problem setup, the computer records the 
positions you enter Into memory and assumes all other 
pieces remain in their starting positions. You only need 
to go through these steps for pieces that you want to 
change from their starting positions. 

Follow these steps to set up a game with most of the 
chess pieces in their starting positions. 

1 . Set up all of the pieces on the board. 

2. Press NEW GAME. 

3. Press SETUP. The computer displays the position 
of the white king. 

4. Press the piece symbol key for the piece you want 
to move or remove. The display shows the position 
of the piece on the board. 

5. To move a piece, repeatedly press the piece sym- 
bol key until the square coordinate of the desired 
piece appears on the display. Press the piece on 
Its FROM square (once or twice) until the display 
jumps to the next position of the same piece type. 


Then move It to the desired square and press it on 
the TO square. The computer automatically mem- 
orizes the new position of the piece. 

To remove a piece, repeatedly press the piece 
symbol key until the square coordinate of the 
desired piece appears on the display. Press the 
piece on its square until the display jumps to the 
next position of the same type of piece. 

To change a coior of the piece, repeatedly press 
the piece symbol key until the square coordinate of 
the desired piece appears on the display. Press 
the piece on Its square coordinate once. ■ or □ 
appears on the display according to your change. 

To add a piece, simply press the piece on the 
desired square. The computer automatically mem- 
orizes the position of the newly added piece. 

Note: Make sure the color Indicator Is correct. If 
the color is not correct, press the piece on the 
square coordinate again until you see the correct 
indicator color on the display. For example: 

If you want to move the white rook from square Fit 
to square FIS, repeatedly press the piece symbol 
key for a rook until you see □ HI on the dis- 

play. Press the white rook on HI twice, then move 
it and press it on H3. 

If you want to remove the black rook on square A8, 
press the piece symbol key for rook until you see 

■ A8 on the display. Then press the black 

rook on A8. 

If you want to change the white rook on square At 
to black, repeatedly press the piece symbol key 

until you see □ A1 on the display. Press the 

rook on the actual At square. The display shows 

■ Al__. 
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If you want to add a white rook on square C5, 
press the additional rook on square C5. 

6. Press ON/CLEAR after you complete your setting. 

Partial Board Setup 

In a partial board problem setup, the computer records 
only the positions you enter into memory and assumes 
no other pieces are on the board. 

Follow these steps to clear the chess board and set up 
only a few pieces. 

1 . Press NEW GAME. 

2. Press SETUP. 

3. Press MODE. The computer displays and 

clears the board positions of all pieces from its 
memory. 

4. Press the piece symbol key for the piece you want 
to set up. Then move and press the piece on the 
square that you want to place. The display shows 
the corresponding square coordinate. 

Note: Make sure the color indicator is correct. 

For example, If you want to place a white rook on 
square G5, press X and place a white rook on G5. 
The display shows □ G5 . 

5. Repeat Step 4 to set up the other pieces. 

6. Press BLACK/WHITE to select whether you play the 
white pieces or the black pieces. The display 
shows SIdE. 

7. To select which color moves first, press BLACK/ 
WHITE once to select the white pieces or press 
BLACK/WHITE twice to select the black pieces. 


9. Press LEVEL and set the level to L 73. Press ON/ 
CLEAR again to start the game. 

Note: After setting up your game position, verify the po- 
sitions of the pieces. For details, see “Verifying Piece 
Positions” on Page 17. 

Correcting Illegal Setups 

To be legal, a setup must meet the following conditions. 

• Each side has one king. 

• The king for the side that will move is not in check. 

• There are no pawns on the first or eighth rank. 

If the computer sounds an error tone, one or more piec- 
es are set up illegally. To correct the setup: 

1 . Press the piece symbol key for each piece on the 
board to verify piece positions. See “Verifying 
Piece Positions” on Page 1 7. 

2. Set up a piece, remove the illegal piece, or replace 
an incorrectly placed piece with the correct piece 
for that square. 

3. Press ON/CLEAR. 


PLAYING AGAINST ANOTHER 
PERSON 

The computer has a “Multi-Move” feature that lets you 
use it as a referee when you play against another per- 
son. 

1 . Set up all of the pieces on the board. 

2. Press NEW GAME. 


8. Press ON/CLEAR. 
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3. Press MULTI-MOVE. The display shows □ : 

4. Make your move as in normal play and then let 
your opponent enter a move. 

During piay the computer will sound error beeps for ille- 
gal moves, and will show game information on the dis- 
play as it does when you piay the computer. 

To return to the automatic mode, during your turn press 
MULTI-MOVE again. 


TEACHING MODES 

Your chess computer has five buiit-in teaching modes 
that you can use to help you learn the basic moves, tac- 
tics, strengths, and weaknesses of selected pieces in a 
game setting. 

In the teaching mode, the computer sets up the dispiay 
to simulate a real game where both the black and white 
kings and ali pawns are in their starting positions. Then, 
when you seiect a piece, the computer adds the piece 
you selected to the setup. This lets you play a game us- 
ing only the pieces you set up, making it easy to see oniy 
the strengths and weaknesses of the piece you seiected 
without being distracted by other pieces. 

Foliow these steps to use a teaching mode. 

1 . Press NEW GAME. 

2. Press MODE. The display shows SPCL. 


3. Press one of the following piece symboi keys to 
seiect the pieces you want to add to the board. 


Press: 

To Select: 

i 

Kings, pawns 

X 

Kings, pawns, rooks 


Kings, pawns, knights 

A 

Kings, pawns, bishops 


Kings, pawns, queens 


4. Piace both the biack and white kings, pawns, and 
the selected pieces in the proper positions. 

5. Enter your move as a normai play. 
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BASIC CHECKERS INSTRUCTIONS 


Checkers is a game for two players (or one player 
against the computer). Each player gets 12 checker 
pieces on his side. The aim of the game is to leave your 
opponent with no legal move — either by taking all of his 
pieces or by blocking his pieces. 

Each player takes turns to move one black square onto 
the next free black square. A piece is captured by jump- 
ing over your opponent’s piece to an empty square on 
the other side of the jumped piece. The captured piece 
is then removed from the board. When a piece reaches 
a square on the opposite last row, it is promoted to a 
king. A king can move and jump backward as well as 
forward. Each player can have more than one king. A 
piece can never jump over its own pieces. 

Note: Your T ravel Chess and Checkers also comes with 
four “kinged” pieces (look like doubled or stacked check- 
er pieces) for each color that can be substituted when a 
checkers piece is promoted to a king. (See “King Pro- 
motion” on Page 24.) 


SETTING UP 

Here's how to set up the game board. 

Set the board in front of you so the display and buttons 
are to the front and the right of you. Set up the black 
checkers on the side of the board closest to you this 
way: 



ABCDEFGH 


Place black checkers on A1, Cl, El, G1, B2, D2, F2, 
H2, A3, C3, E3, G3. 

Place red checkers on B8, D8, F8, H8, A7, C7, E7, G7, 
B6, D6, F6, H6. 
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BASIC CHECKERS OPERATION 


STARTING A NEW GAME 

Follow these steps te start a new game of checkers. 

1. Press ON/CLEAR. 

2. Press NEW GAME. The computer beeps and dis- 
plays PLAY. 

3. Press MODE. The display shows SPCL. 

4. Press SOUND. The display shows ■ PLAY o. 

Notes: 

• Unlike chess, the black pieces meve first. 

• o indicates you are in the checkers mode. 

The computer always starts a new game with you play- 
ing the black pieces and your opponent playing the red 
pieces. 

ENTERING MOVES 

Like in chess, making a meve involves a FROM square 
and a TO square. The FROM square is the current loca- 
tion of the piece you plan to move; the TO square is 
where the piece is after you move it. 

Notes: 

• ■ indicates it is black’s turn to move, while □ indi- 
cates it is the red checkers’ turn to move. 


Follow these steps to enter moves. 

1 . When it is your turn to move, press down the piece 
you want to move on its current (FROM) square. 
The display shows ■ and the square coordinates 

of the current (FROM) square and indicating 

the computer is waiting for the TO coordinates. 

2. Then you move the piece and press it down on the 
TO square. The computer displays □ to indicate it 
is your opponent's turn. 

3. Once the computer has determined its move, the 
FROM and TO coordinates that the computer 
wants to move appear on the display. 

4. Press the piece down on the FROM square. Then 
move the piece and press it down on the TO 
square. The display shows ■ to indicate it is your 
turn to move. 

When one side cannot make a move or has no pieces at 
all, the game is over. The display shows NAtE if the 
computer wins, or LOSE if you win. 


• If you try to use any key other than NEW GAME 
before ycu complete the computer's move by 
pressing the TO square, the computer sounds an 
error beep and the display flashes. 
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Correcting Accidental Wrong Moves 

If you press a piece down on a FROM square, but you 
decide not to make that move, press the piece down on 
the FROM square again. The computer displays ■ , and 
you can enter another move. 

If you change your mind after completing a move (after 
you press the piece down on the TO square), you must 
wait for the computer to indicate its move, enter that 
move, then press TAKEBACK to have the computer 
show you how to take back its last move, then your last 
move. 

Illegal Moves 

The computer only allows moves that comply with the 
rules of checkers. If the computer detects an illegal 
move or an error, it sounds a beep (if the sound is on) 
and the display flashes. 

MAKING A CAPTURE 

Capturing the Computer's Piece 

Note: As a checkers rule, a player must make any pos- 
sible capture of the opponent’s piece before making any 
other move. 

To capture your opponent’s piece, press the piece you 
want to move on its FROM square. The computer dis- 
plays ■ , the current square coordinate, and JP (jump) 
to Indicate you can jump your piece to capture the oppo- 
nent's piece. Then move and press your piece on the 
TO square that you want to move to. The computer 
shows the square coordinate of the captured piece with 
1 (if the captured piece is not a king) or 2 (if the captured 


piece is a king). Press the captured piece on its square 
and remove it from the board. 

Note: The computer automatically recognizes that you 
have a capture jump. An error beep sounds and the dis- 
play shows JP If you do not make the jump. 

Capturing Your Piece 

When the computer decides to make a capture jump, 
the display shows the FROM square and the TO square 
coordinates as normal. Press the piece on the FROM 
square and the TO square to make the move. After you 
complete the computer’s move, the display shows the 
square coordinate of the captured piece with 1 (if the 
captured piece is not a king) or 2 (if the captured piece 
is a king). Press the captured piece on its square and re- 
move it from the board. 

Making a Multiple Capture 

If after you make a capture jump, the display still shows 
JP, It means there Is another capture jump you need to 
make. Make the jump continuously until JP disappears. 
The computer then displays the square coordinate of 
the first captured piece along with 1 or 2. Press Its 
square and remove the first captured piece. The square 
coordinates of the other captured pieces continuously 
appears on the display. Press and remove the pieces. 

If the computer makes a multiple capture, the display 
shows the TO square coordinates continuously until no 
more capture jumps can be made. 




I 


• ) 
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Note: If the computer's move or your move captures any 
pieces, put the captured pieces on the side bar or in 
your pocket so you do not iose them. 


FORCING THE COMPUTER’S 
MOVE 



Side Bar 
for Captured 
Piece Storage 


KING PROMOTION 


When a piece reaches the opposite side of the beard 
(the opposite iast row), the computer promotes it to a 
king. A king can move both backward and forward on 
the beard. 

Te crewn the piece and make it king, press the FROM 
square and the TO square. The computer then dispiays 
its TO square ceordinate accompanied by a 2, te indi- 
cate the piece is promoted te king. Repiace the newiy 
premeted piece with ene of the four supplied “kinged” 
pieces. Press it on the TO square and resume the 
game. 


When it is the computer's turn, yeu can press MOVE te 
force the cemputer te immediately make a move. The 
computer stops searching fer moves and makes the 
best piay from the meves it found up to the peint where 
you stopped it. 


CHANGING SIDES WITH THE 
COMPUTER 


Te change sides with the cemputer, press MOVE when 
it is your turn to move. ■ fiashes on the dispiay whiie the 
computer takes over your pieces and makes a move. 
Then you can take over, and enter moves for the com- 
puter's side and continue te piay the same game. 

Te watch the cemputer piay against itseif, simpiy press 
MOVE every time it is your turn to move. 


HAVING THE COMPUTER 
SUGGEST A MOVE 


The computer can suggest moves for you during a 
game. 

To view the move the computer suggests for you, press 
HINT during your turn. The computer dispiays the FROM 
and TO coordinates for the suggested meve. 


Te continue the game, simpiy enter yeur meve or the 
suggestion the computer made. 
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CHECKERS PLAY LEVELS 


When you play against the computer, yeu can select a 
play level that matches your skill level. There are 17 dif- 
ferent levels. Each level allows your computer to think 
for different perieds of time (tournament players call 
these periods “Time Controls”). The longer your com- 
puter can think, the better mcves it makes. Generally it 
is best to find a level at which you are challenged, and 
you win about half the time. The computer is preset to L 
03 . 

To view ycur current level, simply press LEVEL when it 
is your turn. Press ON/CLEAR to resume the game. 

To change the level, repeatedly press LEVEL until you 
see the desired level on the display. Press ON/CLEAR to 
resume the game. 
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ADVANCED CHECKERS FUNCTIONS 


VERIFYING PIECE POSITIONS 

You can verify or find the location of any and all pieces 
on the game board by using the piece keys when it is 
your turn. Repeatedly press VERIFY while it is your turn 
the computer displays the piece’s color, location, and 
status (1) on the board. To verify a king’s location and 
status, repeatedly press SETUP while it is your turn the 
computer displays the king’s color, location and status 
(2) on the board. 

Press ON/CLEAR to return to normal play. 


TAKING BACK MOVES 

The take back function lets you take back any move 
made by you or the computer after the move has been 
completed. The computer even reminds you to return a 
previously captured piece to the board. 

Notes: 

• If you are not sure about the position of a previ- 
ously captured piece, see “Verifying Piece Posi- 
tions.” 

• If you change your mind about a move before 
pressing a piece down on its TO square, follow the 
steps listed in “Correcting Accidental Wrong 
Moves” on Page 23. 

• To take back your own move, you must first let the 
computer make a countermove, then take back the 
computer's countermove first. 

Follow these steps to take back a move. 

1. Press TAKEBACK. The display shows the TO 
square coordinates of the computer's last move. 


2. Press the piece on the Indicated TO square. The 
display shows the FROM square coordinate of the 
computer's last move. 

3. Move and press the piece to the indicated FROM 
square. The display shows the TO square coordi- 
nate of your last move. Repeat Steps 1-2 to take 
back your previous move. You can only take back 
a ply of moves (a ply is a combination of one of 
your moves and one of the computer's moves). 

Notes: 

• If you take back any capturing move, the display 
also shows the square coordinate and the status of 
the captured piece. Be sure to replace the cap- 
tured pieces on the board. 

• If you take back any crowning move, the display 
also shows the ordinary status of the piece that Is 
crowned before taking back. 
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PROBLEM SETUP 

You can use problem setup to help you learn from the 
computer how to work out particular game problems or 
puzzles outside of playing an actual game. Or yeu can 
use it to erase, re-enter, or relocate pieces any time be- 
fore or during a game. 

Note: If you have already started a game, you must 
press SETUP during your turn to enter the setup mode. 
If you have not yet started a game, you can press SETUP 
at any time. 

Follow these steps to set up a game. 

1. Press SETUP while it is your turn. The computer 

displays o the first position of your piece. 

2. Press MODE to clear all memory. 

3. Press SETUP to set up the king piece or press ver- 
ify to set up other checker pieces. 

4. Press the piece on the square that you want to 
place. The display shows the corresponding 
square coordinate. 

Note: Make sure the color Indicator Is correct. If It 
is not, repeatedly press the piece on the square 
coordinate until the color Indicator on the display is 
correct. 

For example, If yeu want te place a black piece on 
A1, press VERIFY and press your piece on A1 
twice. 


6. To select whether you play the red pieces or black 
pieces, press BLACK/WHITE. The display shows ■ 

SIdE. 

To move the black pieces first in the game, press 

ON/CLEAR. 

To change back to red, press BLACK/WHITE again. 
The display shows SldE □. Then press ON/ 

CLEAR. 


PLAYING AGAINST ANOTHER 
PERSON 

The computer has a “Multi-Move” feature that lets you 
play against another person and use the computer as a 
referee. 

1 . Set up all of the pieces on the board. 

2. Press NEW GAME. 

3. Press MODE. The display shews SPCL. Press 
SOUND. 

4. Press MULTI-MOVE. The display shows ■ : 

O- Make your move as in normal play and then let 
your opponent enter a move. 

To return to the automatic mode, press MULTI-MOVE 
again. 


5. Repeat Steps 3-4 to set up your other pieces. 
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TROUBLESHOOTING 


If your computer is not working as it shouid, foiiow the 
suggestions beiow to see if you can eiiminate the prob- 
iem. if you cannot, take the computer to your iocai Ra- 
dioShack store for assistance. 


Problem 

Suggestion 

The dispiay is dim or 
biank, or the com- 
puter does not work 
at aii. 

Check the batteries. See 
“Installing Batteries” on 
Page 4. 

The computer does 
not accept a iegai 
move, or dispiays an 
unexpected move. 

Verify the position of all 
pieces, black and white. For 
chess play, see “Verifying 
Piece Positions” on Page 
17. For checkers play, see 
“Verifying Piece Positions” 
on Page 26. 

The dispiay shows 
ali dashes. 

Press ACL to clear the dis- 
play. See “Resetting the 
Computer” on Page 4. 

During a game, the 
computer does not 
beep when a key or 
square is pressed, or 
does not beep at ail. 

The computer's sound is 
off, or is set to the silent 
mode. See “Turning the 
Sound On/Off” on Page 5. 

The computer takes 
a long time to 
respond to a move. 

The computer might be set 
to a high play level. Change 
the level. For chess play, 
see “Chess Play Levels” on 
Page 1 4. For checkers play, 
see “Checkers Play Levels” 
on Page 25. 
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CARE AND MAINTENANCE 


Your RadioShack Travel Chess and Checkers is an example of superior design and craftsmanship. 
The following suggestions will help you care for your computer so you can enjoy it for years. 

Keep the computer dry. If it gets wet, wipe it dry immediately. Liquids might contain min- 
erals that can corrode the electronic circuits. 




Use and store the computer only in normal temperature environments. Temperature ex- 
tremes can shorten the life of electronic devices, damage batteries, and distort or melt 
plastic parts. 



Keep the computer away from dust and dirt, which can cause premature wear of parts. 



Handle the computer gently and carefully. Dropping it can damage circuit boards and 
cases and can cause the computer to work improperly. 



Use only fresh batteries of the required size and recommended type. Batteries can leak 
chemicals that damage your computer’s electronic parts. 



Wipe the computer with a damp cloth occasionally to keep it looking new. Do not use 
harsh chemicals, cleaning solvents, or strong detergents to clean the computer. 


Modifying or tampering with the computer’s internal components can cause a malfunction and might 
invalidate its warranty. If your computer is not performing as it should, take it to your local RadioShack 
store for assistance. 
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Limited Ninety-Day Warranty 

This product is warranted by RadioShack against manufacturing defects in materiai and workman- 
ship under normai use for ninety (90) days from the date of purchase from RadioShack company- 
owned stores and authorized RadioShack franchisees and deaiers. EXCEPT AS PROViDED 
HEREiN, RadioShack MAKES NO EXPRESS WARRANTiES AND ANY iMPLiED WARRANTiES, 
iNCLUDiNG THOSE OF MERCHANTABiLiTY AND FiTNESS EOR A PARTiCULAR PURPOSE, 
ARE LiMiTED iN DURATiON TO THE DURATiON OF THE WRiTTEN LiMiTED WARRANTiES 
CONTAiNED HEREiN. EXCEPT AS PROViDED HEREiN, RadioShack SHALL HAVE NO LiABiL- 
iTY OR RESPONSiBiLiTY TO CUSTOMER OR ANY OTHER PERSON OR ENTiTY WiTH RE- 
SPECT TO ANY LiABiLiTY, LOSS OR DAMAGE CAUSED DiRECTLY OR iNDiRECTLY BY USE 
OR PERFORMANCE OE THE PRODUCT OR ARiSiNG OUT OF ANY BREACH OF THiS WAR- 
RANTY, iNCLUDiNG, BUT NOT LiMiTED TO, ANY DAMAGES RESULTiNG EROM iNCONVE- 
NiENCE, LOSS OE TiME, DATA, PROPERTY, REVENUE, OR PROFiT OR ANY iNDiRECT, 
SPECiAL, iNCiDENTAL, OR CONSEOUENTiAL DAMAGES, EVEN iF RadioShack HAS BEEN AD- 
ViSED OE THE POSSiBiLiTY OE SUCH DAMAGES. 

Some states do not aiiow the iimitations on how iong an impiied warranty iasts or the exciusion of in- 
cidentai or consequentiai damages, so the above iimitations or exciusions may not appiy to you. 
in the event of a product defect during the warranty period, take the product and the RadioShack 
saies receipt as proof of purchase date to any RadioShack store. RadioShack wiii, at its option, un- 
iess otherwise provided by iaw: (a) correct the defect by product repair without charge for parts and 
iabor; (b) repiace the product with one of the same or simiiar design; or (c) refund the purchase 
price. Aii repiaced parts and products, and products on which a refund is made, become the prop- 
erty of RadioShack. New or reconditioned parts and products may be used in the performance of 
warranty service. Repaired or repiaced parts and products are warranted for the remainder of the 
originai warranty period. You wiii be charged for repair or repiacement of the product made after the 
expiration of the warranty period. 

This warranty does not cover: (a) damage or faiiure caused by or attributabie to acts of God, abuse, 
accident, misuse, improper or abnormai usage, faiiure to foiiow instructions, improper instaiiation or 
maintenance, aiteration, iightning or other incidence of excess voitage or current; (b) any repairs 
other than those provided by a RadioShack Authorized Service Faciiity; (c) consumabies such as 
fuses or batteries; (d) cosmetic damage; (e) transportation, shipping or insurance costs; or (f) costs 
of product removai, instaiiation, set-up service adjustment or reinstaiiation. 

This warranty gives you specific iegai rights, and you may aiso have other rights which vary from 
state to state. 

RadioShack Customer Reiations, 200 Tayior Street, 6th Fioor, Fort Worth, TX 76102 
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